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Description 

[0001] The present invention relates to a gaming sys- 
tenn in which win/loss determination for a particular gam- 
ing station is determined by information transmitted from 
a central computer to a plurality of gaming stations and 
In particular to a device in which users perceive their 
gaming decisions as influencing the outcome, even 
though the outcome is determined from a central com- 
puter. 

[0002] A number of gaming systems include gaming 
stations or terminals, typically electronic terminals, al- 
though partially-mechanical terminals are also possible. 
Examples of electronic gaming terminals include elec- 
tronic slot machines, electronic poker-playing ma- 
chines, electronic keno machines and the like. In a typ- 
ical situation, a plurality of such machines are provided 
and a user activates or initiates play on one or more of 
such machines by an action such as inserting a coin in 
a coin slot, inserting a credit card and/or smart card, 
making a selection by a push button, touch screen, etc., 
e.g. to make a wager. After play is initiated by a user, 
the gaming terminal determines whether the user has 
won or lost and outputs this information and/or makes 
a payoff to the user. 

[0003] In some situations it is desired that the win/loss 
determination at given electronic terminals should be 
determined at a central location, such as a central com- 
puter coupled to two or more gaming terminals. Such 
central determination of win/loss may be mandated by 
governmental regulations or may be desired in order for 
a casino or other entity to maintain proper records, con- 
trol the gaming, reduce or prevent cheating, etc. 
[0004] In such a centrally-controlled operation, the 
perception of the user can be important. It is believed 
that in many situations, the maximum entertainment val- 
ue of such gaming is achieved when players or users 
subjectively believe that their manner of play and/or de- 
cision to play/not play at a particular time and/or at a 
particular station influences the win/loss outcome. For 
example, players often want to feel that they have a bet- 
ter chance of winning If they play selectively at those 
places or those times when they "feel lucky." It is be- 
lieved that the entertainment value of gaming is reduced 
if the players believe that, at the time the game is played, 
the decision as to whether they win or lose has already 
been made, and/or is centrally made. Similarly, players 
wish to believe that two persons playing the same game 
on two different machines will not necessarily achieve 
the same win/loss results. 

[0005] Accordingly. It would be advantageous to pro- 
vide a system in which the win/loss decision at any of a 
plurality of electronic terminals is determined by a cen- 
tral computer, (in the sense that, for two machines play- 
ing the same game, when they are played in an identical 
fashion, if one machine is a winner the other will also be 
a winner) and yet to increase entertainment value by 
providing players with a situation in which they perceive 



that the decision whether and when to play changes the 

win/loss outcome. 

[0006] It would be further advantageous to provide a 
system In which some of the gaming terminals are con- 

5 figured for playing games different from those of other 
terminals. For example, some terminals may be config- 
ured as slot machine-type games while others may be 
configured as poker-type games. Some gaming termi- 
nals may be configured to simulate three-reel 22-posi- 

10 tion slot machines while others may be configured to 
simulate five-reel machines each with hundreds or thou- 
sands of reel positions (so-called "virtual reel" ma- 
chines). It would be advantageous to provide this type 
of gaming environment while still achieving the central- 
es ly-generated random number feature, preferably with- 
out the need to duplicate elements of the central com- 
puter and/or communication links therewith. 
[0007] US-A-4 652 998 discloses a video amusement 
gaming system with pool prize structures including re- 

20 mote game terminals and a central controller with two- 
way communications between the remote game termi- 
nals and the central controller. Prize awards are based 
upon random shuffling of a set of prize awards among 
a predetermined pool of plays for each remote game ter- 

25 minal. This ensures an equal distribution of prize awards 
to each remote game terminal. The shuffling of prizes is 
based upon a random seed produced either by the re- 
mote terminal or the central controller or by both. 
[0008] WO 95 34353 A discloses a process for gen- 

30 erating a plurality of gaming card arrays, each formed 
of a plurality of symbols positioned in predetermined 
symbol display locations, in a plurality of remote devices 
connected to a main station. The process includes the 
steps of developing a plurality of seeds to be utilized as 

35 input for generating gaming card arrays, and generat- 
ing, at each remote device, gaming card arrays In ac- 
cordance with input received from the main station, uti- 
lizing a pseudo-random number generator seeded by at 
least a portion of the plurality of seeds. In one preferred 

40 form, a pre-processor is utilized to screen potential 
seeds and save only those capable of creating unique 
gaming card arrays in a seed list. The seed list is then 
accessed when needed and seeds, together with other 
operational data, are transferred to the remote devices 

45 whereat the gaming card arrays are created and stored 
for use. In another embodiment, a pre-processor gen- 
erates a plurality of secondary seeds from a predeter- 
mined list of primary seeds, screens the secondary 
seeds to determine which will produce unique gaming 

50 card arrays, and stores those which will not create 
unique arrays in a duplicate secondary seed list. The 
duplicate secondary seed list is then accessed, when 
needed, in order to eliminate the possibility of creating 
duplicate arrays within a remote device. A system for 

55 processing win patterns is also provided. 

[0009] US-A-5 476 259 discloses electronic video ca- 
sino games in which the players are competing against 
each other to win from a common pool and are not wa- 



3 



EP 0 829 834 B1 



4 



gering against the house. US-A-5 476 259 also disclos- 
es live casino table games in which the players are com- 
peting against each other to win from a common pool 
and are not wagering against the house. The house re- 
tains a pre-established commission. The player cashes 
out his accrued credits or his accrued gaming chips for 
an amount determined by the value of the common pari- 
mutuel pool. Pari-mutuel pools can be distributed to all 
coin columns in a predetermined manner so as to allow 
all participants to be able to win a predetermined math- 
ematical proportional share of the pari-mutuel progres- 
sive jackpot payouts. Further, US-A-5 476 259 discloses 
seeding of the pools by the gaming establishment and 
funding of future pools by setting aside into future pools 
portions of wagers made by current players. In pari- 
mutuel table games, each game is funded from the mas- 
ter pari-mutuel pool for the operation of the individual 
game. Should any table game become short of credits 
or chips, the master pool will disperse credits as needed 
to the respective tables. 

Should any tables have an excessive amount of credits, 
these credits will be transferred into the master pari- 
mutuel pool. All credits cashed out by the players come 
out of the master pari-mutuel pool. 
[0010] According to the present invention, a central 
computer outputs random numbers or game outcome 
seeds (such as random number seeds) to a plurality of 
gaming terminals with the central computer outputting 
numerous game outcome seeds, one after another, 
preferably on a periodic basis wherein each seed which 
is broadcast can be received by a plurality of gaming 
terminals, preferably substantially simultaneously. Each 
gaming terminal can output a win or loss outcome based 
on any game outcome seed received from the central 
computer. Which of the seeds is used for making the 
win/loss determination at a given gaming terminal de- 
pends upon the time at which a user selects or activates 
that terminal, such as by placing a wager, pushing a but- 
ton, making a touch screen selection, pulling a lever 
arm, and the like. In one embodiment, the central com- 
puter outputs game outcome seeds at a high frequency, 
preferably sufficiently rapidly that it would be unlikely for 
any two machines to be activated or selected at the 
same time. For example, if random number seeds are 
broadcast to all connected gaming terminals once every 
250 milliseconds, any two gaming terminals would re- 
ceive the same random number seed only if the players 
at those two machines activated the machines within 
250 milliseconds of one another. Because this near-si- 
multaneous activation would typically be a rare event, 
the entertainment value of the game will be enhanced 
because it will be the perception of the players that their 
decision as to whether and when to play a given ma- 
chine affects the win/loss outcome (regardless of the 
fact that the ultimate win/loss determination for any giv- 
en machine is made at a central computer which simul- 
taneously controls win/loss decisions of a plurality of 
connected gaming terminals). 



Fig. 1 is a block diagram of a gaming system ac- 
cording to one embodiment of the present inven- 
tion; 

Fig. 2 depicts a format for transmitting a random 
5 number seed according to an embodiment of the 
present invention; 

Fig. 3 is a flow chart of a process for generating and 
broadcasting periodic random numbers according 
to an embodiment of the present invention; 

10 Fig. 4 is a flow chart for using centrally generated 
random number seeds received from a central com- 
puter for playing a poker game according to an em- 
bodiment of the present invention; 
Fig. 5 is a flow chart of a process for using a centrally 

IS generated random number seed for playing a keno 
game according to an embodiment of the present 
invention; 

Fig. 6 is a flow chart of a process for using a centrally 
generated random number seed for playing a slot 
20 machine game according to an embodiment of the 
present invention. 

[0011] As depicted in Fig. 1 according to one embod- 
iment of the invention, each of a plurality of gaming ter- 

25 minals 102a, 102b, 102c is coupled via communication 
links 104a, 104b, 104c to a central computer 106. A 
number of types of gaming terminals can be used. In the 
depicted embodiment, each gaming terminal has a mi- 
croprocessor 108 coupled to a memory 110, a display 

30 or other output device 112, and a communications facil- 
ity 114. The terminal 102 also includes a device for per- 
mitting the user to use or activate the device such as by 
placing a wager, e.g. , using coin slot 118 or other acti- 
vation device such as a credit card slot, a bill verifier, a 

35 smart card receiving slot, a keyboard for receiving an 
identifier code, one or more buttons by which a user may 
initiate and/or control play which, if desired, may include 
touch screen ("virtual") buttons, e^, presented on the 
display screen 112, and/or a slot machine-style lever 

"^0 (not shown). The microprocessor 108 operates in ac- 
cordance with a program 122 stored in memory 110 (or 
stored in a separate memory such as an EEPROM or 
flash memory). Although it is possible to provide for all 
terminals which are coupled to the central computer 1 06 

^5 to be configured to play the same type of game, prefer- 
ably, the terminals 102 and the programs 122 therein, 
are configured so that different terminals may be used 
for playing different types of games, e.g. , such that some 
terminals may be used for playing a slot machine-style 

50 game, others may be used for playing a poker-style 
game, others may be used for playing a keno-style 
game, and the like. In one embodiment, some or all ter- 
minals may be configured so that they may be used for 
playing any of a plurality of different games, as selected 

55 by casino personnel and/or as selected by the user. In 
the depicted embodiment, the memory 110 of each ter- 
minal 102 stores pay table information, ije., information 
which determines, for a given game result, whether that 
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result represents a winning result or a losing result and, 
if a winning result, the type and/or amount of the payout 
for such win. If desired, different terminals 102 may be 
provided with different pay tables, even for terminals 
which are configured to play the same game. The gen- 
eral manner of constructing a program to control a mi- 
croprocessor so as to permit a user to play various 
games and output results is well-known in the art and 
the manner of constructing the program to further imple- 
ment the present invention will be understood by those 
of skill in the programming art after understanding the 
present disclosure. 

[0012] The communications device 114 can be any of 
a plurality of devices known to those of skill in the art for 
receiving data communication and placing it in a format 
suitable for transmission to the microprocessor 108. In 
one embodiment, as described below, communication 
between the terminals 1 02 and the central computer 1 06 
is two-way communication so that the communications 
device 1 1 4 also acts to transmit information from the mi- 
croprocessor to the central computer 106. 
[0013] The communication links 1 04 can be of various 
types, including coaxial cable, telephone cable, optical 
fiber, microwave communication links, infrared commu- 
nication links, and the like. In one embodiment, a second 
computer 124 is coupled to the communication links 
1 04a, 1 04b, 1 04c for monitoring the communications, e. 
fl., for bookkeeping and/or security purposes, which 
may be a computer specific to a particular casino or oth- 
er geographic location or a subdivision thereof. 
[0014] Although it is possible, in one embodiment, to 
provide a system in which the central computer 1 06 out- 
puts random numbers which are directly used by each 
of the gaming terminals 102, (if necessary, with transla- 
tion to a format and/or range suitable for use with a par- 
ticular game) this configuration can be difficult to imple- 
ment in a situation in which different types of games use 
different ranges of random numbers or in which some 
games may use more or fewer random numbers than 
others. For example, for a standard poker game, the 
deal requires the device to generate five (different) ran- 
dom numbers in the range of one through 52 (each 
number corresponding to one of the cards in a deck) 
and the draw requires generation of a variable number 
of random numbers which are different from the original 
five. The system can be configured either to use a single 
seed to generate all 5-10 random numbers or can use 
two or more seeds, e.g. by using one seed for each gen- 
erated random number (taking care not to repeat num- 
bers already generated.) In a standard keno machine, 
the microprocessor should generate a plurality of (dif- 
ferent) random numbers, e.g. in the range of one 
through 80. Typically, the player picks as many numbers 
as desired. 

[0015] It would also be possible to provide several 
systems, each with a central random number generator 
and coupled terminals, e.g. with each system configured 
to play a different game, albeit at the cost of requiring 



more apparatus than might othenA/ise be needed. 
[0016] In one embodiment one central computer 106 
outputs game outcome "seeds" which are then used by 
the microprocessors 108 in each of the connected ter- 

5 minals to generate a random number which is appropri- 
ate for the particular game being played at that terminal. 
Transmission of game outcome seeds, (typically, a ran- 
dom number seed) rather than transmitting random 
numbers which are directly used by the gaming termi- 

10 nals, is believed to reduce the computational load on the 
central computer (which may additionally have security, 
bookkeeping or other duties) and the load on the com- 
munications links, albeit at the cost of additional com- 
puting at the gaming terminals. 

15 [001 7] Preferably, the relationship between the game 
outcome seed and the generated random number is de- 
terministic in the sense that for any two gaming termi- 
nals which are configured for playing the same game, 
the random numbers generated by those two terminals 

20 will be the same if they are based upon the same seed, 
even though the microprocessors 108 In the two termi- 
nals are operating independently from one another. Pro- 
cedures for generating a random number in a particular 
numerical range from a given random number seed are 

25 well known to those of skill in the programming art. The 
random number seed which is generated by the central 
computer 106 should have a range large enough to pro- 
duce results in the gaming terminals which appear, at 
least subjectively to the users, to be random, but small 

30 enough to permit effective communication at a high fre- 
quency. In one embodiment, the random number seed 
is an 8-bit binary number (and thus is itself a random 
number). In one embodiment, the central system pro- 
vides an associated identification tag for each seed that 

35 is transmitted, e.g. so that the seed can be identified and 
traced back later to check for or analyze instances of 
cheating. 

[0018] Fig. 2 depicts one format for transmitting a ran- 
dom number seed although other formats can be used, 

^0 as will be apparent to those of skill in the art. The random 
number seed is embedded in a 16-bit-wide field. In the 
depicted embodiment, the first three bits 202 signify an 
address, with 000 indicating a global address. The next 
two bits 204 are a function code indicating what type of 

45 communication the present 1 6-bit field represents. Pref- 
erably, at least one of the codes identifies this commu- 
nication as a random number seed broadcast. The next 
eight bits 206 are the random number seed, in one em- 
bodiment, divided into first and second 4-bit nibbles, 

50 each organized with the least significant bit first. The fi- 
nal three bit field 208 is an error detection/correction 
field such as a cyclical redundancy check (CRC) field or 
a parity field. In one embodiment, the data is encrypted 
by the central computer before transmitting over the 

55 links 104a, 104b, 104c and decrypted in the terminals 
102 (and, optionally, the casino computer 124) accord- 
ing to decryption keys which may be downloaded, from 
time to time, or otherwise changed. Encryption assists 
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in preventing cheating. 

[0019] In one embodiment, the central computer may 
communicate information other than random number 
seeds. For example, the computer may poll various 
gaming terminals or other devices to verify status, re- 
trieve stored data, detect signs of cheating or other ir- 
regularities and the like. Although a polling system is 
described, it is also possible to use an interrupt system, 
as will be apparent to those of skill in the art. 
[0020] In one embodiment, the central computer may 
be configured to detect cheating by receiving status ver- 
ification data from gaming terminals. In one embodiment 
a gaming terminal, in response to a poll, sends an elec- 
tronic signature characteristic of its EEPROM or other 
component which the central computer can compare to 
the known correct or authorized signature stored in 
memory. In another embodiment, the central computer 
receives reports of wins or payouts from the various ter- 
minals. Since the central computer 106 can, if desired, 
keep a record of which random number seeds were gen- 
erated at which times (and, if desired, associated iden- 
tification tags) and can, if desired, keep information nec- 
essary to replicate the operation of any connected ter- 
minal, it is possible to use the central computer to de- 
termine, in response to a reported win, whether there 
was a random number seed broadcast to that terminal 
that should have resulted in a win. 
[0021] The amount of spacing between sequentially- 
transmitted random number seeds depends on various 
factors. Although it is possible to configure a gaming ter- 
minal to wait for the first seed (or nl!} seed) which is re- 
ceived after a coin drop (or other activation), in one em- 
bodiment it is preferred to avoid the wait by buffering or 
storing received seed and using the last seed (or nlti-to- 
last seed) received before activation of play on the ter- 
minal. In either case, the smaller the period between 
successive seeds, the less likely it is that two machines 
which are activated at about the same time will use the 
same random number seed. This is believed to provide 
for greater entertainment value and also to lessen the 
likelihood that a large number of terminals will receive 
the same top-winning random number seed and thus 
output a top-winning payout. Thus, if a new seed is 
transmitted every 250 milliseconds, two machines 
would have to be activated within 250 milliseconds of 
each other in order to use the same random number. On 
the other hand, more rapid generation of random 
number seeds places a greater computational burden 
on both the central computer 1 06 and the gaming ter- 
minals. Preferably, the spacing between successive 
random number seeds is sufficiently small to substan- 
tially prevent a single player from consistently activating 
two or more machines so as to use the same random 
number seed. In one embodiment, random number 
seeds are broadcast by the central computer 106 such 
that successive seeds are spaced apart by about one 
second or less, preferably by about 500 milliseconds or 
less, more preferably by about 350 milliseconds or less, 



and even more preferably by about 250 milliseconds or 
less. In one embodiment, if there are two or more iden- 
tical winning outcomes (e.g., if two or more systems get 
the same seed), the multiple winners will share in a 
5 pooled prize. 

[0022] A number of methods can be used for gener- 
ating periodic timing signals for broadcast of random 
number seeds. The embodiment depicted in Fig. 3 
makes use of a periodic interrupt cycle of 1 0 millisec- 
10 onds (1 centisecond). In this embodiment, the number 
of centiseconds to expire between broadcasts is stored 
in memory. When a period of 250 milliseconds is de- 
sired, the value stored in memory will thus be 25. At the 
beginning of the procedure this value (e.g. 25) is copied 
IS from memory into a counter 302. The counter is decre- 
mented 303 and then the computer waits until an inter- 
rupt occurs 304. After the interrupt has occurred (i.e. af- 
ter the passage of 10 milliseconds) it is determined 
whether the current value of the counter is zero 306. If 
20 not 308 the procedure returns to the "decrement coun- 
ter" step 303. If the counter has been decremented to 
zero it is determined whether a broadcast flag has been 
set 310. This permits using a flag to delay broadcast of 
a random number seed, e.g. if the central computer and/ 
25 or communication link is engaged in a different, higher 
priority task. If the broadcast flag is not set, the computer 
returns to wait for the next interrupt cycle 304. Once the 
broadcast flag is set, the computer will generate a ran- 
dom number seed (using any of the plurality of random 
30 generation procedures well known to those of skill in the 
programming art) and broadcast the seed 312, properly 
formatted (Fig. 2) over the communication links 104. 
[0023] Fig. 4 depicts a manner of using a random 
number seed in connection with a poker-type game. The 
35 procedure begins with activation of play in response to 
a user input 410 (such as a coin drop, a real or virtual 
button push, etc.). The gaming terminal microprocessor 
then determines 412 whether the communication link 
with the central computer appears to be currently active 
^0 i.e. whether a random number seed has been received 
within the last 250 milliseconds. If the link appears to be 
lost, an appropriate "link lost" procedure will be imple- 
mented. Various options are available for this proce- 
dure. The microprocessor may freeze the operation of 
45 the terminal 414 preventing any further input or output, 
may, if desired, return money, or credit the account of 
the user 416 (or alternately may retain the wager), may 
notify the central computer and/or the casino, may dis- 
play a signal light, generate a sound, and the like. In one 
50 embodiment, the microprocessor continues to monitor 
for re-establishment of the link 418 (optionally within a 
predetermined period) and upon regaining the link, au- 
tomatically continues play. 

[0024] If it appears that the link is still good, the mi- 
ss croprocessor uses the next-received random number 
seed (or, if desired, a previously-received random 
number seed, such as the next-to-most-recently re- 
ceived seed, a seed randomly selected from among the 



25 



30 



35 



40 



4S 



50 



9 



EP 0 829 834 B1 



10 



ten most recently received seeds or the like) and, on the 
basis of this seed, generates five different random num- 
bers 422 in the range of 1 through 52. The microproc- 
essor then displays images of playing cards 424 which 
correspond to the five random numbers that were gen- 
erated. The microprocessor waits for a period of time to 
permit the user to select which, if any, of the cards to 
discard, optionally permitting another wager 426. Fol- 
lowing the discard selection, the microprocessor must 
select draw cards to replace the discarded cards. These 
draw cards will be selected by generating between one 
and four random numbers (depending on the number of 
cards discarded) in the range of 1-52, but not including 
cards previously included in the deal. Although it would 
be possible to use the same seed that was used in con- 
nection with the deal, in one embodiment it is preferred 
to use a different seed for the random number genera- 
tion for draw cards. It is believed that using a second 
random number both increases the perception of user 
choice (and thus increases the entertainment value) and 
also provides for a smaller likelihood of cheating. Ac- 
cordingly, the device once again determines whether 
the communication link is still active 428. If the commu- 
nication link is not active, the procedure branches to a 
link loss operation which may be identical to the first link 
loss operation or may be different for the deal and draw 
situations. If there has not been a loss of communica- 
tion, the microprocessor uses the next random number 
seed received from the central computer to generate 
random numbers corresponding to draw cards to re- 
place the discarded cards 432. The microprocessor 
then compares the five-card hand with a pay table to 
determine whether the hand is sufficiently good to justify 
a win or payoff 434. If there is a win determination, the 
microprocessor may take various actions such as cred- 
iting the account of the user, making an appropriate en- 
try in a user's smart card, controlling a pay-out hopper 
to place coins into a pay-out tray, placing an appropriate 
pay-out display on the display screen, generating 
sounds, lights, and the like. The microprocessor then 
returns to the original state. 

[0025] Fig. 5 Is a flowchart similar in some respects, 
to the flowchart Fig. 4 but showing a procedure for play- 
ing a Keno game. In Fig. 5. after the user initiates play 
e.g. by making a wager 510, and choosing up to ten 
numbers in the range 1-80 512, the microprocessor 
checks to see whether the communication link is good 
514. If not, the microprocessor Institutes a "link lost" pro- 
cedure which may include, e.g. freezing the gaming ter- 
minal 516 (i.e. refusing to accept further user input or to 
provide normal gaming output.) If the communication 
link is good (or if a lost link is recovered) the microproc- 
essor uses the next seed received from the central com- 
puter to calculate twenty different random numbers in 
the range of 1-80 518. The microprocessor then deter- 
mines wins and losses by comparing the number of 
matches between the user-selected numbers and the 
generated numbers to a pay table and outputs the re- 



sults e.g. by reporting to the central computer and/or ca- 
sino computer, placing an appropriate indication on the 
display screen, crediting the user's account or smart 
card, outputting coins or other pay-out and the like 520. 
5 [0026] Fig. 6 is a flowchart of a procedure similar to 
that depicted in Fig. 5 but used for playing a slot machine 
type game. In the embodiment of Fig. 6 after the user 
makes a wager 610 such as by inserting a coin in a coin 
slot, pushing a real or a virtual button, pulling a lever, 
and the like, the microprocessor determines whether the 
communication link is good 612. If the communication 
link is not good, the microprocessor institutes a "link lost" 
procedure which may include, e.g. freezing the gaming 
terminal 614. If the communication link is good and/or if 
a lost communication link is reestablished, the micro- 
processor uses the next seed received from the central 
computer to calculate three different random numbers 
616. Each of the random numbers is in a range corre- 
sponding to the number of stop positions on the three 
slot machine reels (or virtual reels, in the case of an elec- 
tronic slot machine). If there are more than three reels 
or virtual reels, more than three numbers will be gener- 
ated. The microprocessor then displays the results such 
as by displaying a symbol associated with the stop po- 
sition for each reel (or virtual reel) and determines wins/ 
loss by comparing the symbols at the stop positions with 
the pay table and outputs the results 618. It should be 
recognized that other schemes for selecting reel stop 
positions using a random number may be apparent to 
one of skill in the art. 

[0027] In light of the above description number of ad- 
vantages the present invention can be seen. The inven- 
tion provides for central generation of win/loss informa- 
tion for a plurality of gaming terminals, but still preserves 
entertainment value by providing the perception that se- 
lection of when and whether to play a particular terminal 
affects the outcome. Communication of the information 
is provided in such a way as to permit accounting, taking 
appropriate action when a communication link Is lost, 
and guarding against cheating. 
[0028] A number of variations and modifications of the 
invention can be used. Some aspects of the invention 
can used without using other aspects. For example, it is 
possible to provide rapid spaced-apart random number 
seeds without making transmission of the seeds strictly 
periodic. It is possible to transmit different seeds to dif- 
ferent groups of terminals. It is possible to transmit dif- 
ferent information at the same time by multiplexing mes- 
sages over communication links. It is possible to provide 
for remote gaming such as gaming using a dial-up ter- 
minal, communication over a global communication sys- 
tems such as the Internet, communicating over tele- 
phone lines, television or other broadcast cable lines. 
[0029] Although the invention has been described by 
way of a prefenred embodiment in certain variations and 
modifications other variations can also be used, the in- 
vention being defined by the following claims: 
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Claims 

1. A method for using a gaming system comprising: 

providing a central computer (106); 
providing a plurality of gaming terminals (102a, 
102b, 102c); 

transmitting a series of random number seeds 
from said central computer (106) substantially 
simultaneously to each of said plurality of gam- 
ing terminals (1 02a, 1 02b, 1 02c), said transmit- 
ting of each of said random number seeds be- 
ing spaced apart by at least a predetermined 
period; 

receiving a user input at least at a first of said 
gaming terminals (102a, 102b. 102c) at a first 
time; 

calculating a random number at said first gam- 
ing terminal (102a, 102b, 102c) based on one 
of said series of random number seeds wherein 
one of said random number seeds is selected 
by said first terminal (102a, 102b, 102c) on the 
basis of the time of its receipt relative to said 
first time. 

2. A method as claimed in claim 1 wherein the trans- 
mitting of a series of random number seeds from 
said central computer (106) substantially simulta- 
neously to each of said plurality of gaming terminals 
(102a, 102b, 102c) is periodic. 

3. A method as claimed in claim 2 wherein said period 
is less than 250 milliseconds. 

4. A method as claimed in claim 1 wherein said trans- 
mitting of a series of random number seeds occurs 
at predetermined times. 

5. A method as claimed in claim 1 wherein a commu- 
nication link is used for transmitting said series of 
random numbers and a second type of information 
different from said random number seed. 

6. A method as claimed in claim 5 wherein said second 
type of information includes a polling signal trans- 
mitted from said central computer to at least one of 
said gaming terminals (102a, 102b, 102c). 

7. A method as claimed in claim 5 wherein said second 
type of information includes information sent from 
said first gaming terminal (1 02a, 1 02b, 1 02c) to said 
central computer (106). 

8. A method as claimed in claim 1 further comprising 
detecting loss of a communication link (104a, 
104b, .104c) between said central computer (106) 
and said first gaming terminal (102a. 102b, 102c). 



9. A method as claimed in claim 8 further comprising 
suspending game play in response to said step of 

detecting. 

5 10. A method as claimed in claim 8 further comprising 
returning or crediting wagers placed but not yet 
played in response to said detecting. 

11. The method as claimed in claim 1 wherein said 
10 gaming terminals (1 02a, 1 02b, 1 02c) have terminal 
processors (1 08) configured for playing a game and 
wherein. said games of at least two of said plurality 
of gaming temiinals are different. 

15 1 2. A method as claimed in claim 1 wherein said gaming 
terminals (102a, 102b, 102c) have terminal proces- 
sors (108) configured for playing a game and 
wherein said game of at least one of said plurality 
of gaming terminals (102a, 102b, 102c) uses first 

20 and second random numbers based on first and 
second random number seeds received at said 
gaming terminal at first and second different times. 

13. A method as claimed in claim 1 wherein 
25 each of said plurality of gaming terminals 

(102a, 102b, 102c) includes a microprocessor (108) 
and a memory (110) wherein said memory (110) 
stores a program (122) for playing a poker style 
game and a pay table for determining a win/loss re- 
30 suit; 

after receiving said user input in said first 
gaming terminal (102a. 102b, 102c). it is deter- 
mined whether the communication link (1 04a, 1 04b, 
104c) between said first gaming terminal (102a, 
35 1 02b, 1 02c) and said central computer (1 06) is op- 
erable; 

when said communication link (104a, 104b, 
104c) is operable, five deal random numbers in the 
range of 1-52 based on the next random number 
40 seed received from said central computer (1 06) are 
calculated after said step of determining whether 
said communication link (104a. 104b, 104c) is op- 
erable; 

on a display screen (112), coupled to said 
45 gaming terminal (1 02a. 1 02b, 1 02c). images of five 
cards corresponding to said five deal random num- 
bers are displayed; 

an indication of a wager from said user in said 
first gaming terminal (1 02a, 1 02b, 1 02c) is received; 
50 an indication of cards which said user chooses to 
discard in said first gaming terminal (102a, 102b, 
102c) is received from said user; 

it is determined whether said communication 
link (104a, 104b. 104c) is operable; 
55 if said communication link (104a, 104b, 104c) 

is operable, a number of draw random numbers 
equal to the number of cards selected as discard 
cards by said user is calculated in the range be- 
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tween 1 -52, none of which are equal to said five deal 
random numbers to provide five hand random num- 
bers based on the next random number seed re- 
ceived from said central computer (106), after said 
step of determining whether said communication s 
link (104a. 104b, 104c) is operable; 

a win/loss result is determined by comparing 
said five hand numbers to said pay table and out- 
putting the result thereof. 

10 

14. A method as claimed in claim 1 wherein 

said central computer (106) is for selecting 
random number seeds which are determinative of 
winning symbols or combinations of symbols; 

said plurality of gaming terminals (102a, 15 
102b, 102c) are connected on-line to said central 
computer (1 06) wherein said random number seeds 
are communicated from said central computer (1 06) 
to said gaming terminals (102a, 102b, 102c) where- 
in the selection of random number seeds by said 20 
central computer (106) is independent of any acti- 
vation, play, or other manipulation by any user of a 
gaming terminal; 

said gaming terminal (102a. 102b, 102c) In- 
corporates a microprocessor (1 08) that makes ran- 25 
dom selections of symbols for players, allows said 
players to make such selections, or draws symbols 
from a central repository which are communicated 
to such central computer (106) and displays on a 
video screen (112) winning symbols or combina- 30 
tions thereof wherein said gaming terminal (102a, 
102b, 102c) does not select said winning symbols 
and wherein said winning symbols are determined 
on the basis of at least one random number seed 
communicated from said central computer (106) to 35 
said gaming terminal (102a, 102b, 102c), said ran- 
dom number seed being one of a plurality of seeds 
transmitted from said central computer (1 06) to said 
gaming temriinal (102a, 102b, 102c) and when the 
decision regarding which of said plurality of random 
number seeds is used for determining said winning 
symbols is a function of when a user wagers or oth- 
erwise activates said gaming temiinal (102a, 102b, 
102c), 

45 

15. Apparatus for a gaming system comprising: 

a central computer (106); 
a plurality of gaming terminals (102a, 102b, 
102c) coupled to said central computer (106) so 
by communication links (104a, 104b, 104c), 
each terminal (102a, 102b, 102c) having a ter- 
minal processor (108) configured for playing a 
game; 

said central computer (1 06) being programmed 55 
to transmit a series of random number seeds 
from said central computer (106) substantially 
simultaneously to each of said plurality of gam- 
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ing terminals (102a, 102b, 102c), said transmit- 
ting of each of said random number seeds be- 
ing spaced apart by at least a predetermined 
period; 

said terminal processor (108) of each gaming 
terminal being programmed to calculate at least 
a first random number in a range selected for 
said game of said gaming terminal in response 
to a user action based on a random number 
seed received from said central computer 
(106); 

wherein said terminal processors (106) are 
configured such that when first and second ter- 
minals are configured for playing identical 
games and when said first and second termi- 
nals (102a, 102b, 102c) receive identical ran- 
dom number seeds identical first and second 
random numbers will be calculated by the ter- 
minal processors (108) of said first and second 
gaming terminals (102a, 102b, 102c). 

16. Apparatus as claimed in claim 15 further compris- 
ing: 

means for transmitting a series of random 
number seeds from said central computer (106) 
substantially simultaneously to each of said 
plurality of gaming terminals (102a, 102b, 
102c), said transmitting of each of said random 
number seeds being spaced apart by at least a 
predetermined period; 

means, in a first of said gaming terminals (1 02a. 
102b, 102c). for initiating play by calculating a 
first random number in a range selected for said 
game of said first gaming terminal (1 02a, 1 02b, 
1 02c), in response to a user action occurring at 
a first time, wherein said first random number 
is based on a random number seed received at 
said first gaming terminal (102a, 102b, 102c) 
from said central computer (106) at said first 
time; 

means in a second of said plurality of gaming 
terminals (102a, 102b, 102c), for Initiating play 
by calculating a second random number in a 
range selected for said game at said gaming 
terminal (102a, 102b, 102c), in response to a 
user action occurring at a second time, wherein 
said second random number is based on a ran- 
dom number seed received at said second 
gaming terminal from said central computer 
(106) at said second time. 

17. The apparatus of claim 16 wherein said means for 
transmitting a series of random number seeds in- 
cludes a processor in said central computer and a 
stored computer program. 

18. Apparatus as claimed in claim 16 wherein said 



15 



EP 0 829 834 B1 



16erffange. 



signal umfasst, das von dem Zentralcomputer an 
zumindest eines der Spieiterminals (102a. 102b, 
102c) Qbertragen wird. 

5 7. Verfahren nach Anspruch 5, 

wobei der zweite Typ von Information Information 
umfasst, die von dem ersten Spielterminal (102a, 
102b, 102c) an den Zentralcomputer (106) ubertra- 
gen wird. 

10 

8. Verfahren nach Anspruch 1 , 

wobei ferner vorgesehen ist, dass ein Verlust einer 
Kommunikationsverbindung (104a, 104b, 104c) 
zwischen dem Zentralcomputer (106) und dem er- 
15 sten Spieltemiinal (102a. 102b, 102c) detektiert 
wird. 



means in said first of said plurality of gaming temii- 
nals (102a, 102b, 102c) includes a processor (108) 
and a stored computer program (122). 

1 9. Apparatus as claimed in claim 1 5 wherein said com- 
munication links (104a, 104b, 104c) are selected 
ifrom among coaxial, telephone cable, fiber optics, 
microwave links, and infrared links. 



Patentanspruche 

1. Verfahren zur Venvendung eines Spielsystems, 
umfassend, dass ein Zentralcomputer (106) vorge- 
sehen wird, 

eine Vielzahl von Spieiterminals (102a, 102b, 102c) 

vorgesehen wird; 

eine Serie von Zufallszahlenanfangswerten von 
dem Zentralcomputer (106) im Wesentlichen 
gleichzeitig an jedes der Vielzahl von Spieitermi- 
nals (1 02a. 1 02b. 1 02c) ubertragen wird, wobei das 
Obertragen von jedem der Zufallszahlenanfangs- 
werte durch zumindest einen vorbestimmten zeltli- 
Chen Abstand beabstandet ist; 
eine Anwendereingabe zumindest an einem ersten 
der Spieiterminals (102a. 102b, 102c) zu einem er- 
sten Zeitpunkt empfangen wird; eine Zufallszahl an 
dem ersten Spielterminal (102a, 102b. 102c) auf 
Grundlage eines Zufallszahlenanfangswertes der 
Serie von Zufallszahlenanfangswerten berechnet 
wird. wobei einer der Zufallszahlenanfangswerte 
durch das erste Terminal (102a. 102b, 102c) auf 
Grundlage des Zeitpunkts seines Empfangs relativ 
zu dem ersten Zeitpunkt gewdhit wird. 

2. Verfahren nach Anspruch 1 . 

wobei das im Wesentlichen gleichzeitig an jedes 
der Vielzahl von Spieiterminals (102a, 102b, 102c) 
erfolgende Obertragen einer Serie von Zufallszah- 
lenanfangswerten von dem Zentralcomputer (106) 
periodisch erfolgt. 

3. Verfahren nach Anspruch 2, 

wobei die Perlode kleiner als 250 Millisekunden ist. 

4. Verfahren nach Anspruch 1 , 

wobei das Obertragen einer Serie von Zufallszah- 
lenanfangswerten zu vorbestimmten Zeitpunkten 
erfolgt. 

5. Verfahren nach Anspruch 1 , 

wobei eine Kommunikationsverbindung zum Ober- 
tragen der Serie von Zufallszahlen und eines zwei- 
ten Typs von Information, die von dem Zufallszah- 
lenanfangswert verschieden Ist, verwendet wird. 

6. Verfahren nach Anspruch 5, 

wobei der zweite Typ von Information ein Abfrage- 



9. Verfahren nach Anspruch 8, 

ferner umfassend, dass ein Spielen eines Spiels in 
20 Reaktion auf den Schritt des Detektierens ausge- 
setzt wird. 

10. Verfahren nach Anspruch 8, 

ferner umfassend, dass in Ansprechen auf das De- 
25 tektieren gesetzte. jedoch noch nicht gespielte Wet- 
ten zuruckgesetzt Oder gutgeschrieben werden. 

11. Verfahren nach Anspruch 1, 

wobei die Spieiterminals (102a, 102b, 102c) Termi- 
30 nalprozessoren (1 08) besitzen, die zum Spielen ei- 
nes Spiels ausgebildet sind, und 
wobei die Spiele von zumindest zwei der Vielzahl 
von Spieiterminals verschieden sind. 

35 12. Verfahren nach Anspruch 1 , 

wobei die Spieltemiinals (102a, 102b, 102c) Termi- 
nalprozessoren (108) besitzen, die zum Spielen ei- 
nes Spiels ausgebildet sind. und 
wobei das Spiel von zumindest einem der Vielzahl 
40 von Spieiterminals (102a, 102b. 102c) erste und 
zweite Zufallszahlen auf Grundlage der ersten und 
zweiten Zufallszahlenanfangswerte verwendet, die 
an dem Spielterminal zu ersten und zweiten ver- 
schiedenen Zeitpunkten erhalten wurden. 

45 

13. Verfahren nach Anspruch 1, 

wobei jedes der Vielzahl von Spieiterminals (1 02a, 
102b. 102c) einen Mikroprozessor (108) und einen 
Speicher (110) umfasst. wobei der Speicher (110) 
50 ein Programm (122) zum Spielen eines pokerarti- 
gen Spiels und ein Auszahlfeld zum Bestimmen ei- 
nes Gewinn / Verlustergebnisses speichert; nach- 
dem die Anwendereingabe in dem ersten Spielter- 
minal (102a, 102b, 102c) empfangen wurde, be- 
55 stimmt wird. ob die Kommunikationsverbindung 
(104a, 104b, 104c) zwischen dem ersten Spielter- 
minal (102a. 102b, 102c) und dem Zentralcomputer 
(106) betriebsbereit ist; 
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wenn die Kommunikationsverbindung (104a, 104b, 
104c) betriebsbereit ist, funf Ausgabezufallszahlen 
in dem Bereich von 1 - 52 auf Grundlage des nach- 
sten Zufallszahtenanfangswertes, der von dem 
Zentralcomputer (106) empfangen wird, nach dem 
Schritt zur Bestimmung, ob die Kommunikations- 
verbindung (104a, 104b, 104c) betriebsbereit ist, 
berechnet werden; 

an einem Anzeigeschirm (112), der mit dem Spiel- 
terminal (102a, 102b, 102c) gekoppelt ist. Bilder 
von funf Karten, die den funf Ausgabezufallszalilen 
entsprechen, angezeigt werden; 
eine Angabe einer Wette von dem Anwender in dem 
ersten Spielterminai (1 02a, 1 02b, 1 02c) empfangen 
wird, und eine Anzeige von Karten, die ein Anwen- 
der in dem ersten Spielterminai (102a, 102b, 102c) 
zum Ablegen wahit, von dem Anwender empfangen 
wird; bestimmt wird, ob die Kommunikationsverbin- 
dung (104a. 104b, 104c) betriebsbereit ist; 
wenn die Kommunikationsverbindung (104a, 104b, 
104c) betriebsbereit ist, eine Anzalil von Zugzu- 
fallszahten. die gleich der Anzahl von Karten ist, die 
als Ablagekarten von dem Anwender gewahit wur- 
den, in dem Bereich von 1 -52 berechnet wird, wobei 
keine von diesen gleich den funf Ausgabezufalls- 
zahlen Ist, um funf Handzufallszahlen auf Grundla- 
ge des nachsten Zufallszahlenanfangswertes, der 
von dem Zentralcomputer (106) empfangen wird, 
nach dem Schritt, bei dem bestimmt wird, ob die 
Kommunikationsverbindung (104a, 104b, 104c) be- 
triebsbereit ist, vorzusehen; 
ein GewinnA/erlustergebnis durch Vergleich der 
funf Handzahlen mit dem Auszahlfeld bestimmt und 
das Ergebnis daraus ausgegeben wird. 

14. Verfahren nach Anspruch 1, 

wobei der Zentralcomputer (106) zum Auswahlen 
von Zufallszahlenanfangswerten dient. die fur ge- 
winnende Symbole und Kombinationen von Sym- 
bolen bestimmend sind; 

die Vielzahl von Spielterminals (102a, 102b, 102c) 
online mit dem Zentralcomputer (106) verbunden 
sind, wobei die Zufallszahlenanfangswerte von 
dem Zentralcomputer (1 06) zu den Spielterminals 
(102a, 102b, 1 02c) kommuniziertwerden, wobei die 
Auswahl der Zufallszahlenanfangswerte durch den 
Zentralcomputer (106) unabhangig von einer Akti- 
vierung, einem Spiel, oder einer anderen Betati- 
gung durch einen Anwender eines Spielterminals 
ist; 

das Spielterminai (102a, 102b, 102c) einen Mikro- 
prozessor (108) umfasst, derZufallsauswahlen von 
Symbolen fur Spieler trifft. den Spielern eriaubt. sei- 
che Auswahlen zu machen oder Symbole von ei- 
nem Zentraldepot zieht, die an den Zentralcompu- 
ter (106) kommuniziert werden, und auf dem Vide- 
oschirm (112) Gewinnsymbole oder deren Kombi- 
nationen anzeigt. wobei das Spielterminai (102a. 



102b, 102c) die Gewinnsymbole nicht auswdhlt. 
und wobei die Gewinnsymbole auf Grundlage zu- 
mindest eines Zufallszahlenanfangswertes be- 
stimmt werden. der von dem Zentralcomputer (106) 

5 ZU dem Spielterminai (102a, 102b, 102c) kommu- 
niziert wird. wobei der Zufallszahlenanfangswert ei- 
ner einer Vielzahl von Anfangswerten ist, die von 
dem Zentralcomputer (106) zu dem Spielterminai 
(102a, 102b. 102c) ubertragen werden, und wenn 

10 die Entscheidung bezUglich dessen. welche der 
Vielzahl von Zufallszahlenanfangswerten zur Be- 
stimmung der Gewinnsymbole venvendet wird, ei- 
ne Funktion davon ist. wann ein Anwender wettet 
Oder anderweitig das Spielterminai (102a, 102b, 

15 102c) betatigt. 

15. Vorrichtung fur ein Spielsystem. mit 
einem Zentralcomputer (106); 
einer Vielzahl von Spielterminals (102a, 102b, 

20 102c), die mit dem Zentralcomputer (106) durch 
Kommunikationsverbindungen (104a, 104b, 104c) 
gekoppelt sind, wobei jedes Terminal (102a, 102b, 
102c) einen Terminalprozessor (108) aufweist, der 
zum Spielen eines Spiels ausgebildet ist; 

25 wobei der Zentralcomputer (106) so programmiert 
ist, dass er eine Serie von Zufallszahlenanfangs- 
werten von dem Zentralcomputer (106) im wesent- 
lichen gleichzeitig an jedes der Vielzahl von Spiel- 
terminals (102a, 102b, 102c) ubertragt, wobei das 

30 Obertragen von jedem der Zufallszahlenanfangs- 
werte durch zumindest einen vorbestimmten zeitli- 
chen Abstand beabstandet ist; 
wobei derTerminalprozesssor (108) jedes Spielter- 
minals so programmiert ist, dass zumindest eine er- 

35 ste Zufallszahl in einem Bereich. der fur das Spiel 
des Spielterminals gewahit ist, in Ansprechen auf 
eine Anwenderaktion auf Grundlage eines Zufalls- 
zahlenanfangswertes, der von dem Zentralcompu- 
ter (106) empfangen wird, berechnet wird, 

<o wobei die Terminalprozessoren (1 06) derart ausge- 
bildet sind, dass, wenn das erste und zweite Termi- 
nal zum Spielen identischer Spiele ausgebildet sind 
und wenn der erste und zweite Terminal (102a, 
102b, 102c) identische Zufallszahlenanfangswerte 

45 empfangen, identische erste und zweite Zufallszah- 
len durch die Terminalprozessoren (108) des ersten 
und zweiten Spielterminals (102a, 102b, 102c) be- 
rechnet werden. 

50 16. Vorrichtung nach Anspruch 15. ferner mit: 

einem Mittel zum Obertragen einer Serie von 
Zufallszahlenanfangswerten von dem Zentral- 
computer (106) im Wesentlichen gleichzeitig 
55 an jedes der Vielzahl von Spielterminals (1 02a, 

102b. 102c). wobei das Obertragen von jedem 
der Zufallszahlenanfangswerte durch 
zumindest einen vorbestimmten zeitlichen Ab- 
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stand beabstandet ist; einem Mittel in einem er- 
stenderSpieltermmals(102a, 102b, 102c)zum 
Einleiten eines Spiels durch Berechnen einer 
ersten Zufallszahl in einem Bereich, der fur das 
Spiel des ersten Spieltermlnals (102a, 102b, s 
102c) ausgewahit ist. in Ansprechen auf eine 
Anwenderalction, die zu einem ersten Zeitpunl<t 
auftritt, wobei die erste Zufallszalil auf einem 
Zufallszahlenanfangswert basiert, der an dem 
ersten Spielterminal (102a, 102b, 102c) von io 
dem Zentralcomputer (106) zu einem ersten 
Zeitpunkt empfangen wurde, 
einem Mittel in einem zweiten der Vielzahl von 
Spielterminals (102a, 102b, 102c) zum Einlei- 
ten eines Spiels durch Berechnen einer zwei- 15 2. 
ten Zufallszahl In einem Bereich, der fur das 
Spiel an dem Spielterminal (102a, 102b, 102c) 
ausgewahit ist, in Ansprechen auf eine Anwen- 
deraktion, die zu einem zweiten Zeitpunkt auf- 
tritt, wobei die zweite Zufallszahl auf einem Zu- 20 
fallszahlenanfangswert basiert, der an dem 
zweiten Spielterminal von dem Zentralcompu- 
ter (106) zu dem zweiten Zeitpunkt empfangen 
wurde. 



17. Vorrichtung nach Anspruch 16, 

wobei das Mittel zum Obertragen einer Serie von 
Zufallszahlenanfangswerten einen Prozessor in 
dem Zentralcomputer und ein gespeichertes Com- 
puterprogramm umfasst. 

18. Vorrichtung nach Anspruch 16, 

wobei das Mittel in dem ersten der Vielzahl von 
Spielterminals (102a, 102b, 102c) einen Prozessor 
(108) und ein gespeichertes Computerprogramm 
(122) umfasst. 

19. Vorrichtung nach Anspruch 15, 

wobei die Kommunikationsverbindungen (104a, 
104b, 104c) aus Koaxialkabein, Teiefonkabein, fa- 
seroptischen Verbindungen, Mikrowellenverbin- 
dungen und Infrarotverbindungen ausgewahit sind. 



tuellement espac6es d'au moins une p6riode 
predeterminee ; 

recevoir une entree d'un utilisateur sur au 
moins un premier desdits terminaux de jeu 
(102a, 102b, 102c) a un premier instant ; 
calculer un nombre aleatoire sur ledit premier 
terminal de jeu (102a. 102b, 102c) sur la base 
de Tun de ladite serie de germes de nombres 
aleatoires, Tun desdits germes de nombres 
aleatoires etant selectionn§ par ledit premier 
terminal (1 02a, 1 02b, 1 02c) sur la base de I'ins- 
tant de sa reception par rapport audit premier 
instant. 

Precede selon la revendication 1, dans lequel la 
transmission d'une serie de germes de nombres 
aleatoires depuis ledit ordinateur central (106) de 
fagon sensiblement simultanee a chacun de ladite 
pluralite de terminaux de jeu (102a, 102b, 102c) est 
periodique. 



3. Precede selon la revendication 2, dans lequel ladite 
periode est inferieure a 250 milllsecondes. 



Revendications 

1. Precede d'utilisation d'un systeme de jeu. consis- 
tant a : 

utiliser un ordinateur central (106) ; 
utiliser une plurality de terminaux de jeu (102a, 
102b. 102c) ; 

transmettre une serie de germes de nombres 
aleatoires par ledit ordinateur central (106) de 
fagon sensiblement simultanee a chacun de la- ss 
dite plurality de terminaux de jeu (102a, 102b, 
102c), lesdites transmissions de chacun des- 
dits germes de nombres aleatoires etant mu- 



25 4. Precede selon la revendication 1 , dans lequel ladite 
transmission d'une serie de germes de nombres 
aleatoires se preduit ^ des instants predetermines. 

5. Precede selon la revendication 1, dans lequel une 
30 liaison de communication est utilisee pour trans- 
mettre ladite serie de nombres aleatoires et un se- 
cond type d'information different dudit germe de 
nombre aleatoire. 

35 6. Precede selon la revendication 5, dans lequel ledit 
second type d'information comprend un signal d'in- 
terrogation transmis par ledit ordinateur central ^ au 
moins I'un desdits terminaux de jeu (102a, 102b, 
102c). 

40 

7. Precede selon la revendication 5, dans lequel ledit 
second type d'information comprend des informa- 
tions envoyees par ledit premier terminal de jeu 
(102a. 102b, 102c) audit ordinateur central (106). 

45 

8. Precede selon la revendication 1, consistant en 
outre a detecter la perte d'une liaison de communi- 
cation (104a, 104b, 104c) entre ledit ordinateur cen- 
tral (106) et ledit premier tenninal de jeu (102a, 

50 102b, 102c). 

9. Precede selon la revendication 8, consistant en 
outre a suspendre I'execution du jeu en reponse d 
ladite etape de detection. 



10. Procede selon la revendication 8, consistant en 
outre a retourner ou a crediter des mises placees 
mais nen encore jouees en reponse d ladite detec- 
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tion. 

11. Procede selon la revendication 1, dans lequel les- 
dits terminaux de jeu (102a, 102b, 102c) ont des 
processeurs de terminaux (108) configures pour 
executer un jeu et dans lequel lesdits jeux d'au 
moins deux de ladite plurallte de terminaux de jeu 
sont dlff^rents. 

12. Proc6de selon la revendication 1, dans lequel les- 
dits terminaux de jeu (102a, 102b, 102c) ont des 
processeurs de terminaux (108) configures pour 
executer un jeu et dans lequel ledit jeu d'au moins 
deux de ladite plurallte de terminaux de jeu (102a, 
102b, 102c) utilise les premier et second nombres 
al6atoires bases sur les premier et second germes 
de nombres aleatoires regus sur ledit terminal de 
jeu a des premier et second instants dlff^rents. 

13. Procede selon la revendication 1, dans lequel : 

chacun de ladite plurallte de terminaux de jeu 
(102a, 102b, 102c) comprend un microproces- 
seur (108) etune memoire (110), ladite memoi- 
re (110) stockant un programme (122) pour 
executer un jeu de type poker et une table de 
paiement permettant de determiner un r§sultat 
de gain/perte ; 

apres avoir regu ladite entree de rutllisateur sur 
ledit premier terminal de jeu (102a, 102b, 
102c). II est determine si la liaison de commu- 
nication (104a, 104b, 104c) entre ledit premier 
tenninal dejeu (102a, 102b, 102c) et ledit ordi- 
nateur central (106) est op6ratlonnelle ; 
lorsque ladite liaison de communication (104a, 
104b, 104c) est operationnelle, cinq nombres 
aleatoires de distribution dans la gamme de 
1-52 bases sur le germe de nombre aieatoire 
suivant regu dudit ordinateur central (1 06) sont 
calcules apres ladite etape conslstant a deter- 
miner si ladite liaison de communication (104a, 
104b, 104c) est operationnelle ; 
sur un ecran d'affichage (112), relle audit termi- 
nal dejeu (102a, 102b, 102c), des images de 
cinq cartes correspondent auxdits cinq nom- 
bres aleatoires de distribution sont affichees ; 
une indication d'une mise provenant dudit utili- 
sateur sur ledit premier terminal de jeu (102a, 
102b, 102c) est regue ;une Indication de cartes 
que ledit utilisateur choisit de rejeter sur ledit 
premier terminal dejeu (102a, 102b, 102c) est 
re^ue dudit utilisateur ; 

II est determine si ladite liaison de communica- 
tion (104a, 104b, 104c) est operationnelle ; 
si ladite liaison de communication (104a, 104b, 
104c) est operationnelle, un certain nombre de 
nombres aleatoires de tirage egal au nombre 
de cartes selectionnees en tant que cartes re- 
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jetees par ledit utilisateur est calculi dans Tin- 
tervalle de 1-52, aucun d'entre eux n'6tant egal 
auxdits cinq nombres aleatoires de distribution 
pour obtenir cinq nombres aleatoires de main 
bases sur le germe de nombres aleatoires sui- 
vants regus dudit ordinateur central (106), 
apres ladite etape conslstant e determiner si la- 
dite liaison de communication (104a, 104b, 
104c) est operationnelle ; 
un resultat de gain/perte est determine en com- 
parant lesdits cinq nombres de main d ladite ta- 
ble de paiement et en fournissant en sortie ce 
resultat. 



15 14. Procede selon la revendication 1, dans lequel : 



ledit ordinateur central (106) est destine ^ se- 
lectionner des germes de nombres aleatoires 
qui servent a determiner des symboles de gain 
ou des combinalsons de symboles; 
ladite plurallte de terminaux dejeu (1 02a, 1 02b, 
1 02c) sont connectes en ligne audit ordinateur 
central (1 06). lesdits germes de nombres alea- 
toires etant communiques dudit ordinateur cen- 
tral (1 06) auxdits terminaux de jeu (1 02a, 1 02b. 
1 02c), la selection de germes de nombres alea- 
toires par ledit ordinateur central (1 06) etant in- 
dependante de toute activation, de tout jeu ou 
de toute autre manipulation effectuee par un 
utilisateur quelconque d*un terminal de jeu ; 
ledit terminal de jeu (102a, 102b. 102c) com- 
porte un microprocesseur (108) qui effectue 
des selections aleatoires de symboles pour des 
joueurs, permet auxdits joueurs d'effectuer ces 
selections, ou tire des symboles choisis parmi 
une reserve centrale, qui sont communiques d 
cet ordinateur central (106) et affiche sur un 
ecran video (1 1 2) des symboles de gain ou des 
combinalsons de ceux-ci, ledit terminal de jeu 
(1 02a. 1 02b. 1 02c) ne seiectionnant pas lesdits 
symboles de gain, et lesdits symboles de gain 
etant determines sur la base d*au moins un ger- 
me de nombre aieatoire transmis dudit ordina- 
teur central (106) audit terminal de jeu (102a, 
102b, 102c), ledit germe de nombre aieatoire 
etant Tun d'une plurallte de germes transmis 
dudit ordinateur central (106) audit terminal de 
jeu (102a, 102b. 102c), et le moment de la de- 
cision concernant le choix de ladite plurallte de 
germes de nombres aleatoires qui est utilise 
pour determiner lesdits symboles de gain est 
fonction de I'instant ou un utilisateur effectue 
une mise ou active d'une autre maniere ledit 
terminal dejeu (102a, 102b, 102c). 
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15. Apparell destine a un systeme dejeu, comprenant : 
un ordinateur central (106) ; 
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une pluralite de terminaux de jeu (102a, 102b, 
102c) relies audit ordinateur central (106) par 
des liaisons de communication (104a, 104b, 
104c). chaque terminal (102a, 102b, 102c) 
ayant un processeur de terminal (108) configu- 
re pour executer un jeu ; 
ledit ordinateur central (106) etant programme 
pourtransmettre une serie de germes de nom- 
bres aleatoires depuis ledit ordinateur central 
(106) de fagon sensiblement simultanee a cha- 
cun de ladite pluralite de terminaux de jeu 
(102a, 102b, 102c), lesdites transmissions de 
chacun des germes de nombres aleatoires 
etant mutuellement espacees d'au moins une 
periode predeterminee ; 
ledit processeur de terminal (108) de chaque 
terminal de jeu etant programme pour calculer 
au moins un premier nombre al6atoire dans 
une gamme selectionnee pour ledit jeu dudit 
terminal de jeu en r^ponse a une action d'un 
utilisateur bas6e sur un germe de nombre al6a- 
toire regu dudit ordinateur central (106) ; 

dans lequel lesdits processeurs de terminaux 
(106) sont configures de fagon que, lorsque des 
premier et second terminaux sont configures pour 
executer des jeux identiques et lorsque lesdits pre- 
mier et second terminaux (102a, 102b, 102c) resol- 
vent des germes de nombres aleatoires identiques, 
des premier et second nombres aleatoires seront 
calcules par les processeurs de terminaux (108) 
desdits premier et second terminaux de jeu (102a, 
102b, 102c). 
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commencer un jeu en calculant un second 
nombre aleatoire dans une gamme selection- 
nee pour ledit jeu dudit premier terminal de jeu 
(102a, 102b, 102c), en reponse d une action 
d'un utilisateur se produisant ^ un second ins- 
tant, dans lequel ledit second nombre aleatoire 
est base sur un germe de nombre aleatoire re- 
gu sur ledit second terminal de jeu dudit ordi- 
nateur central (106) audit second instant. 



17. Appareil selon la revendication 16, dans lequel ledit 
moyen de transmission d'une serie de germes de 
nombres aleatoires comporte un processeur dans 
ledit ordinateur central et un programme d'ordina- 

15 teur stocks. 

18. Appareil selon la revendication 16, dans lequel ledit 
moyen dans ledit premier de ladite plurality de ter- 
minaux de jeu (102a. 102b, 102c) comporte un pro- 

20 cesseur (1 08) et un programme d'ordinateur stocks 
(122). 

19. Appareil selon la revendication 15, dans lequel les- 
dites liaisons de communication (1 04a. 1 04b, 1 04c) 

25 sont selectionnees parmi des liaisons coaxiales, 
par cable telephonique, par fibre optique, des 
liaisons micro-ondes et des liaisons infrarouges. 
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16. Appareil selon la revendication 15. comprenant en 35 
outre : 



un moyen pour transmettre une serie de ger- 
mes de nombres aleatoires depuis ledit ordina- 
teur central (1 06) de fagon sensiblement simul- 
tanee a chacun de ladite pluralite de terminaux 
de jeu (102a, 102b, 102c). lesdites transmis- 
sions de chacun desdits germes de nombres 
aleatoires etant mutuellement espacees d'au 
moins une periode pr6d6termin§e ; ^5 
un moyen, dans un premier desdits terminaux 
dejeu (102a, 102b, 102c), pour commencer un 
jeu en calculant un premier nombre aleatoire 
dans une gamme selectionnee pour ledit jeu 
dudit premier terminal de jeu (102a, 102b, so 
102c), en reponse a une action d'un utilisateur 
se produisant a un premier instant, ledit premier 
nombre aleatoire etant base sur un germe de 
nombre aleatoire regu sur ledit premier terminal 
dejeu (102a, 102b, 102c) dudit ordinateur cen- 55 
tral (106) audit premier instant ; 
un moyen, dans un second de ladite plurality 
de terminaux de jeu (102a, 102b, 102c), pour 
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